Abstract. With the continuous progress of science and technology, the Internet technology is becoming more and more mature, the network bandwidth is increasing, in order to speed up the spread of media and improve stability, streaming media came into being. With its unique way of streaming transmission has been vigorously developed, to date, has evolved a variety of forms of streaming media. In order to select a small stream of media resources, this paper makes a comparative analysis of several commonly used streaming media, from which we can get a relatively small, and save resources, the performance of streaming media.
Introduction
With the continuous development of Internet technology and progress, in order to be able to transfer a large amount of data of the multimedia files, people urgently need a kind of media forms, to help transmit multimedia files quickly and smoothly on the network. In order to avoid the long wait time of media files, streaming media, such as streaming media, came into being. The use of efficient compression codec technology, the multimedia file to effectively control the quality and resource share, using the cache system, with limited bandwidth, the user can watch the side edge of the cache, is a high-tech product of the progress of the times, to promote the development of the internet.
Streaming Media

Streaming Media Overview
Once, people in order to be able to see what you want to see the movie, TV or play music on the Internet, these are the needs of the entire media files are downloaded and stored in the local, which is the user's own computer, and then use the local player to watch and listen to. However, with the appearance of streaming media technology has changed the traditional way of playing the media file, streaming media playback, effectively avoids the waiting time to download media files, it only takes a few seconds to buffer time, will start the media file buffer to a few seconds after the local buffer. We will follow-up data input and output to the player, maintain a dynamic balance, to ensure the continuity of the play, this will greatly reduce the waiting time to download the file for all media.
For this reason, streaming media is now generally recognized as a multimedia form of streaming media, such as audio, video, etc. The transmission of streaming media on Internet is based on the order of time, which is used for data transmission and playback. Continuity, real-time and timing are the three main characteristics of streaming media. It has strict requirements on the data flow of the time, in order to reduce the demand for network bandwidth, reduce pressure on the current network, the streaming media video files can flow through the transmission mode of transmission in the network, streaming audio and video files are compressed, the compression processing the way, can greatly reduce the file size, although the media file compression encoding on file quality influence, but the quality is still in the range of acceptable.
The birth of streaming media let people watch movies on the Internet, instant online music is the realization of the dream "by the media data transmission form flow", let the audio and video media files available for people to continuously enjoy on the internet. However, transmission of streaming media playing system to download play the traditional complex, streaming media transmission technology is multimedia file codec technology and data were combined, this will make the media files even in poor network environment, also can guarantee the quality the stability of players.
Principles of Streaming Media
1. When the streaming media file is played by the user, the HTTP/TCP protocol is used to retrieve and transmit the real-time data from the original information, so as to realize the information exchange between the Web server and the browser.
2. Broadcast program in client media files through the Web browser to start the relevant parameters, while using the HTTP protocol to retrieve media files from the Web server such as media file address, directory information and media file encoding type and so on, and the media player program initialization.
3. Real time streaming protocol runs in the server and the client, the media file control information in the transmission process can be exchanged, usually used to achieve the operating method of play, pause, fast forward, rewind by providing real time streaming protocol.
4.Using RTP/UDP protocol, media server and the media file data sent to the client's media player, when the media application client receives the data transfer over, can play media files [1] . In order to be able to change the output destination address from the server to the client in a non-directional operation of media files on the client program, streaming using the RTSP/TCP and RTP/UDP of the two kinds of communication protocol, used to establish a connection with the media server.
Streaming Media Transmission
Preprocessing. In order to be able to use the limited bandwidth of the current network to transport media files, because the amount of data is very large media files, which makes the streaming media files must be preprocessed. Preprocessing is a process of compressing multimedia information with high efficient compression technology. After the re compression encoding media file data, it can be spread through the flow of communication, communication and support multiple scripts, text, graphics, and other features added time mark streaming required in re encoding the media file, and then decode operation upon receiving the media file on the client. A series of problems, the media file playback speed lower packet loss after loss of tolerance, streaming transmission in the process of encoding cost, network bandwidth instability and so on, all media files need to be considered in the process of encoding problem.
Cache. Cache is an indispensable part in the process of streaming media transmission. This is related to the transport properties of Internet, because Internet is based on the asynchronous transfer package as a basis, when an audio and video media files require real-time transmission, it will be divided into a large number of packets, and the network dynamic changing, in the process of transmission, will choose a different route, this to each client packet arrival time is not the same, affected by the network, the first packet sent to the possibility, which requires the system to control the cache.
Transmission. Streaming media service in the transmission process in order to make the initial information retrieval need real-time data transmission easier when exchanging control information by HTTP/TCP protocol between Web server and Web browser; then the media file playback program by the user on the local computer Web browser starts, some parameters such as and the retrieval server address, data encoding types and directory information will be retrieved from the Web server using HTTP in this process, a series of information retrieval is the process of user media player program initialization.
In the process of data transmission, the client and server need to exchange control information, which will be applied to the RTSP (real time flow control protocol). Real time flow control protocol in order to enhance the controllability of audio and video media files, provides a controllable play, pause, fast forward, rewind and recording function, using RTP/UDP protocol server and client applications exchange data, once the client application receives transmission over the data, you can play media files.
Various Forms of Streaming Media
Real Media Series
The real time streaming protocol (RTSP) proposed by Netscape and Real Networks is a widely used streaming media control protocol on the Internet.RM and RMVB is a key service for RTSP streaming media files. RM and RMVB these two kinds of streaming media is developed by Real Networks company, the two local streaming media files are the most eye-catching than it can according to different network bandwidth, to adjust the picture clarity with a video clip, in order to maintain the smooth playback of media files.
RM format developed by the Real, which made outstanding contributions to the field of media, but also for the promotion of online media to contribute their own power. Along with the network environment unceasing progress and change, the original design of the RM is to play media files in the 56kbps bandwidth, but the transmission environment of video quality cannot meet the needs of users. Real Networks company in order to keep pace with the times, and developed the RMVB format, to meet the user pursuit of video quality.
ASF
Advanced Stream Format (Abbreviation ASF), founded by Microsoft Corp. It's a unified container file format for synchronous media. The ASF format will generally be streaming in the form of data packets transmitted to media files on the network, the multimedia information data, images, video, audio and control scripts are the main content of data packet.
At present, Windows operating system is widely used in the world, when the ASF media file playback, Windows Media in the Player support, streaming media file which allows users to play ASF format becomes more convenient and easy. WMV WMV (Windows Media Video) is part of the Microsoft media framework, is based on a set of Microsoft Corp video coding format. The WMV system covers three different video encoding standard, the first is to compete with rival RealVideo, the media files can be streamed media video compression technology on the Internet; another is developed in order to adapt to a variety of display resolution and better compression technology; the third is WMV version 9, by Society of Motion Picture and Television Engineers (SMPTE) after standardization, as the physical format of the release medium, such as the market now commonly used DVD cd.
MOV
MOV video file format is created by Apple company, MOV format player QuickTime player software is a Apple Corp's own research and development, so also known as the MOV format QuickTime file format, beginning when it can only be used in Apple computer, but with the continuous development and progress of PC, QuickTime also developed a version of Windows player [2] .
FLV
Flash Video referred to as FLV, along with the continuous development and innovation of Flash MX, FLV streaming media file format arises at the historic moment. The appearance of FLV makes it easier and easier to watch the audio and video media files on the network. The main characteristic is that the loading speed is very fast and the file space is very small. Under normal circumstances, the audio and video media files into the Flash, it will export a large file size of the SWF file, but the emergence of FLV is a good solution to this shortcoming [3] . FLV streaming media file space is very small, only is the common media video space 1/3, a clearer picture quality FLV media video for a minute about the space occupied by the 1MB and the media, a movie takes about 100MB of storage space. In the field of Internet media, there are many platforms using FLV streaming media format, the video quality is good, low resource share has become a popular media form, fully demonstrated the practical value of FLV.
Research and Analysis
Streaming Media File Volume
By the same length of 7 minutes of media video files are converted to RMVB, ASF, MOV, WMV, FLV these five popular streaming media formats, the volume information as follows table 1. 
Video Quality
The so-called video quality definition video media files, is mainly decided by the three factors, the influence is the bit rate of the largest, followed by the encoding, and finally the resolution, the resolution is determined by the video size, because the platform video size is the same, here is not to do too much discussion. Bit rate: the rate at which digital signals are transmitted over a digital channel. The bit rate of this word has a variety of translation, such as bit rate, said after encoding (compression) after the audio data per second with the number of bytes, and the bit is at least binary units, either 0 or 1. Bit rate and the relationship between audio and video compression is simply that the higher the quality of the higher the quality of the video, but it will affect the size of the encoded file [4] .
Bit rate is generally expressed in Kbps, for example: 500Kbps, 1K=1024b, B is the bit, s is the second, P is the per. Therefore, the 500Kbps code to express the encoded audio and video data need to be 500K bits per second transmission.
Through the different formats of streaming media video file bit rate, the data are shown in table 2. Here I also do for each format at the same time node video shots, from Figure 1 , although each format bit rate is different, but the naked eye for people, clarity or at an acceptable level, and not the user objectionable. 
Encoding Rules
Some of the relevant standards of video coding are emerging in the rapid development of related disciplines. At present, the MPEG JTC1 standard and ITU series of H.26x The application of MPEG-4 coding standard in the field of media is very large, such as real-time multimedia monitoring, video games, TV, digital TV, dynamic images, etc.. The MPEG-4 standard media files are compressed to reduce the network bandwidth requirements, only about 56kb/s to achieve the smooth flow of media files, and promote the spread of the media on the internet. H.26X. H.26X series has been derived from the development of a number of versions, there are currently more widely used in the market there are two, one for the H.263, one for the H.264, both in the Internet media performance is superior. The main difference between the two is that the application of H.263 in mobile terminal is also outstanding.
Comparative Analysis
Through the comparison and conversion of each video format, the following table 3. 
Summary
The transport network, the server and the client three together form a simple structure of the streaming media system, which is the core of this simple streaming media system. For a streaming media system, the efficiency is mainly affected by the number of concurrent streaming media. But there are not many ways to improve the efficiency of a given server. For example: upgrade the server or client hardware configuration, this method of work efficiency, and not improved, can only improve the performance; however, control protocol and real-time transmission protocol is not easily changed, the user must comply with industry standards; for the server, a series of fundamental factors cannot predict the media file compression and media file source quality etc.. Based on a series of objective factors which cannot be changed, in order to achieve the purpose of improving the efficiency of the server, it is an effective way to optimize the streaming media file and format.
From the comparison between the different forms of stream media is not difficult for us to find FLV, this form of media, in solving the compatibility, reduce server, network bandwidth and storage burden, improve the user experience and some other aspects, can effectively alleviate the.
